SCANIMATE*ANIMATION SYSTEM 


Anyone with imagination can create animated films and videotapes with Scanimate. 
The operator can produce an infinite variety of spectacular visual effects and put an image 
through an incredible range of movements by simply manipulating knobs and dials. 


Although basically a computer, Scanimate is primarily a creative tool designed for ar- 
tists, not engineers, for animating images electronically. Animation with Scanimate not 
only is easy to do, it is fast. Productions can be completed in a fraction of the time 
required for conventional animation, and at far less cost. 


The first step is preparation of black-and-white artwork on transparent sheets, or 
“Kodaliths.” These are the counterparts, in the Scanimate system, of cels used in conven- 
tional animation. There is one very important difference, though: a single Kodalith is the 
equivalent of dozens, or even hundreds, of conventional cels. 


The Kodalith is placed in front of a special TV camera, which transmits an image of 
the artwork to a television-like viewing screen. The operator then watches the image on 
the screen as he activates it by manipulating appropriate controls on the animation control 
console. Each knob or dial affects a specific characteristic of the image, such as position, 
size, intensity, duration of animation sequence, and finally, the animation itself. 


The operator first adjusts intensity and size of image. With the FINAL POSITION con- 
trols, he moves the image to a position on the screen where he wants it to stop at the end 
of the animation sequence. After making similar adjustments with INITIAL POSITION con- 
trols, for the beginning, he sets the length of the sequence to any interval from one-half 
second to several minutes. 


Now he is ready to animate the image with any of the limitless variety of effects and 
movements available to him in the animation controller. Although many effects — slides, 
translations, rolls, twists, undulations, etc. — could be categorized as more or less “stan- 
dard”, it would be impossible to list them all, and no catalog of effects has been attemp- 
ted. It is left to the imagination of the animator to induce the image to enact action as he 
sees it with his mind’s eye. Animators from third-graders to Saul Bass have tried their 
hands, sometimes with startling results! 


When an animation sequence has been worked out, and all adjustments set, the 
image is returned to its starting position and the ANIMATION SWITCH is flipped. This 
triggers the animation cycle, and the image starts to move from initial to final position, 
executing whatever animation has been programmed as it moves between the two ter- 
minal locations. The sequence may be repeated as often as desired or changed as many 
times as necessary, until a satisfactory sequence is obtained. 
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So far in this discussion, it has been assumed that the entire image is animated as a 
whole. In many applications this is desirable, and results in the most satisfactory type of 
animation. But in an automobile engine, for example, pistons, valves, cams, etc. have their 
own distinctive movements and timing. So, an important feature of the Scanimate system 
is the one which allows the whole to be divided into its component parts, with each part 
animated independently of the others. 


Color generally is added after animation is completed. When various parts of the 
image are to have different colors, the corresponding transparent areas of the Kodalith are 
masked with variable densities of gray scale, such that each area transmits a different 
amount of light. The colorizer portion of the computer identifies five levels of light intensity 
and can assign a different color to each level. The color assigned depends upon the set- 
ting of five red-blue-green mixing controls, which the operator adjusts to paint each area 
of the image any color he wishes. The final animated image is displayed on a second 
viewing screen, in full color. 


When both animation and color are judged to be optimum, the sequence is recorded 
on videotape. An entire production is built up in this way, sequence by sequence. Even at 
this stage, however, the director can change his mind; scenes can be modified, or erased 
and repeated. At the conclusion of the animation session, then, a production is close to 
final form and many times needs no further editing, except for special effects. 
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